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(bottleneck) ?

- Numega - TrueTime
- Intel - Vtune
- Nvidia - NVPerfHUD

- Microsoft - Pix
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3d Analyze
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« 3D Analyze

(cf. NVperfHUD - )
- Tommti Systems (http://www.tommti-systems.com)
. /
- Direct3D, OpenGL ,
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.........................................................................................................................................................................................................................

e disable texture e e

- S (?)

e disable rendering

- ?
; I_ Farce whuffer
- LOCWU”IOCK, [~ dizable lighting

[ dis:

|_ Fors
- d I S ab | e S t at e SW I tC h eS |_ force windowed mode
i ?
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.........................................................................................................................................................................................................................

° I T
C O u n e r S 18832 fpa (BT e558), BRBCHES (D15]
HEL [Tve wp) 30-Anadyze vI.3 . POy s Domeml-syalem. cam

over draw after z-test
draw pixels per frame after z-test

e force small texture
- ?
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« disable lighting

- ?
e force windowes mode

e force wireframe mode

e force 16 bite zbuffer
-Z ?

e save shaders to file
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* perfomance logging
- CSV

<used wram <fps>

1001 1001 1001
1001 1001 1001
1001 1001 1001
1001 1001 1001
1001 1001 1001
1001 1001 1001

13 |
16 |
17 |
El
19 |
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.........................................................................................................................................................................................................................

ppf /
( ?)
strst SetRenderState /
sttxstgst SetTextureStageState /
ppc DrawPrimitive
( ?)
Sttx SetTexture /
stvp SetViewport /
SVS SetVertexShader /
SSS SetStreamSource /
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* disable texture

. force small texture

. (DDS)

- (Mipmap)

* disable rendering

- lock/unlock
- lock
- lock

read
D3DLOCK_NOOVERWRITE
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- Z Write

- clear

* log
* wireframe

FPS , 16

z write disable

16 Z
clear

culling

Spirit of Flame
3D RealTime Graphics Prog i

Study

Al



(3)

13

- DrawPrimitive

DrawPrimitive

lock
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DB

 NVPerfHUD
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